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Introduction 


Part of the appeal of fighting games lies in their similarity to the actual fighting arts. A good fight- 
ing game should be deceptively simple to learn, fiendishly difficult to master, and always wildly 
entertaining. These valuable elements are often difficult to find in contemporary products, even 
given the large number of fighting games and the vast console game market. 

Kronos’s Dark Rift, however, captures these elusive ingredients and melds them into a mes- 
merizing concoction of fantastic, addictive gameplay that doesn’t exclude the novice. We find it 
refreshing to see an old concept interpreted in such an exciting way. 

One of Dark Rift’s assets is the depth of its replayability. For although you can score points 
through single hits, you can only master the game by delving deeper into the various combinations 
and practicing them over and over until you get them right, almost feeling the damage as you finally 
connect. There’s a point where you become so familiar with your chosen character, he or she 
becomes a virtual extension of your own intentions. This is where a tournament match hits its 
emotional crescendo. 

Playing Dark Rift in preparation for writing this book, we were struck by its deadly combi- 
nation of ease of use and addictively difficult gameplay. Indeed, the process of creating this book 
was a joy, one of those situations in which we find ourselves asking, “Are we really getting paid 
for this?” The more we played, the more cool aspects we uncovered. You hold the secrets, now. 
It’s up to you to master them. 


—The Authors 
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HEN WE SET OUT to 
put together a strategy 
guide for Dark Rift, we 
decided early on to make it 
a multifaceted affair, offering some- 
thing for all readers regardless of why 
they bought the book. As such, Dark Rift: 
Official Secrets & Solutions is more a ref- 
erence to individual characters than a text 
to study from cover to cover (although we 
certainly don’t discourage it). 
The sections are alphabetical by 
game character. Each section identifies 
character attributes and discusses general fighting tactics. We also include some of our own favorite 


combinations. 

We break down key combination attacks into horizontal, vertical, kicks, specials, and, finally, 
special combinations. These are complete sets of moves for each character, and whenever possible 
we include screen shots to help you identify each maneuver. 

Following the key combination area we provide short synopses of how to handle combat against 
each Dark Rift character. Although this depends greatly on your opponent (human or computer), 
some rules of thumb hold true for combat in general. 

We thought it would be fun to include an interview with the creators of Dark Rift, Kronos. We 
also provide some story background for each character, for players who want to know more about 
the Dark Rift protagonists and what motivates them. 

Because you’ve purchased this guide we suggest that, above all, you enjoy the game. However, 
feel free to use the complete attack keypad combinations to get a little edge on your competitors. 
Happy fighting! 


Note 


Many of these moves require precise timing, and it may seem at times like the 
combinations aren’t working. However, it can take many hours of practice to perfect 
some of the more complex combinations. 


Navigating Dark Rift 


Although Dark Rift is a straightforward game, it may be worthwhile to go over some details here 
you might not have gathered from the game itself. 


Options 


The Options menu gives you control of game basics, such as sound and music volume, number of 
rounds, and round time. A match may last from one to five rounds, and from 30 to an infinite num- 
ber of seconds per round. 


The Controls screen enables you to change the 
configurations on your controller to suit your 
tastes. Of course, if you do this, much of this 
guide’s advice becomes moot, especially when it 
comes to key combinations. 


The Rankings screen provides you with a 
statistical breakdown of every character’s successes 
and failures to date. The Stats area contains the 
inside scoop on each of Dark Rift’s characters, but 
to save you the trouble of heading to the Options 
menu every time you want some information we 
break it down for you here. 
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EXIT: Start 


Practice Mode 


Practice mode lets you enter a non- 
competitive area where you can try 
out various combinations. The 
screen displays your keypad input. 
This makes it easier to figure out 
which keys you pushed to get a par- 
ticular effect. Of course, this guide 
tells you everything, so you’ll proba- 
bly use Practice mode strictly for 
practicing the moves for which you 
already have combinations. 
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Two Piger Mode 


Two Player mode is basically a head-to-head area where you can challenge your human friends. Any 
parameters you change in the Options menu directly affect combat here, so if you want to eliminate 
the time limit or go five rounds with your best friend, you can. 


ORBIT, 


Toarnament Mode 


Tournament mode is your chance 
to challenge the computer with one 
of the Dark Rift characters. The 
parameters in the Options menu 
also apply to this area of the game. 
Good luck! 


Dak Rift Strelegies 


The characters in Dark Rift have up to 10 hit combinations each. These combinations branch off 
to allow you to continue your assault as low or high vertical or horizontal hits. Many combinations 
start with the same three or four keypad keys, and then branch off into different attacks. 

Skilled players can start their combinations and detour into more profitable strategies as the 
melee unfolds. This takes considerable expertise, but it’s an important part of becoming an accom- 
plished Dark Rift competitor. 

We outline character speed by speed class. All characters have a number of fast hits, followed 
by a slower, combination-stopping hit called a “breakpoint.” Breakpoints allow a player taking 
damage to get into a block, or, if a player is already blocking, they can break into an attack and 
“break” their opponent’s combination. 


Sidestepping 


You can define each character’s moves as vertical or horizontal. Vertical attacks are successful 
against standing or crouching opponents; horizontal attacks will miss a crouching opponent but 
can’t be sidestepped. Sidestepping can be useful against vertical attacks, and with many ranged 
projectile weapons. Gore and Aaron are exceptions here. Their ranged weapons can’t be side- 
stepped. 
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Get Up Attacks 


Rolling or standing straight up from a downed position (after being knocked down) opens up sev- 
eral attack options for you. When getting up, using your Horizontal button allows you to go into 
all your horizontal-based combinations. The same applies to the Vertical Attack button. When you 
use the Kick button from a “get up,” your fighter will perform a sweeping low knock-down kick — 
a breath of fresh air if you’ve taken a beating. 


Janp ad Hop Attacks 


The characters in Dark Rift can become airborne at two levels. The lower is a “hop,” and the higher 
a “jump.” Hop rising attacks will connect with a crouched opponent, while a jump rising contacts 
only a standing enemy. From the air, your fighter may choose from two methods of attack to use 
on the way down. One is the Jump Down Weapon Slash (which a High Block can stop); the other 
is the Jump Down Kick (which only a Crouch Block can defend). This allows the airborne assailant 
a couple of options to fool the defender with. Remember, you can also sidestep jump attacks. 


Combination Grabs 


All characters have a grab that they can perform via the B button. Excepting Niiki and Eve, all char- 
acters have combination grabs — basically an “Easter egg” move toward the end of a combination. 


Generalities 


Certain moves can cause your enemy to stagger back so you can follow up with another successful 
attack, if you time it right. Some characters can “juggle” their opponents in midair with a flurry of 
attacks. Of course, this renders the character being juggled pretty helpless, so it stands to reason 
that juggling is a handy thing to learn. 

Note, too, that a grab (B button) can break a block. This can come in handy if you’re in close 
and your enemy won’t get up out of a block. 


Tips for Beginners 


Dark Rift is a complex game. Each character can perform many complicated moves and combina- 
tion attacks. Does this mean you must master them all to enjoy the game? No way! The following 
tips will get you started if you’re new to fighting games. 


Stat with Niki 


If you like to play fighting games by hitting as many buttons as you can, Niiki can bust a move 
faster than any other character. She’s so fast that on earlier levels against the computer you can win 
and get a perfect score every time simply by pressing A as rapidly as you can! In general, you’ll 
do surprisingly well by continually hitting the <, A, and W buttons until your opponents drop, 
and then pounding them with a Body Slam (48 + A) when they’re still on the ground. The Body 
Slam has a surprisingly long range and works even if you’re still pretty far from your opponent. 
You can also back vault away from your opponents (€ + W) and hit them with the Starburst Blast 
(WY M +A). If your opponent is too close, perform a grab (B) and hurl him to the ground. 


Siart with Zeomaron 


Although you can score with single hits, sooner or later you’ll run up against an opponent who 
unleashes strings of combination attacks. You’ll need to memorize combinations for each charac- 
ter, and be able to execute them rapidly. Zenmuron is fast, and has the shortest combinations of any 
character in the game, so you might want to start memorizing his combination attacks first. Also, 
as with other characters, Zenmuron’s vertical and horizontal attacks are the same except for the 
first two moves. 
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Basic Features 


Learning the following basic game features will increase your enjoyment and give you some gen- 
eral tips on movement and controls. We cover most of these tips in greater detail throughout the 
rest of the book. 


The Combination Attack 


A combination attack is a deadly string of fast hits calculated to do maximum damage, followed 
by a slower hit, called a breakpoint. A breakpoint allows you to switch your attack to a low or high 
attack, or from a vertical to a horizontal attack. For example, if you’re continuing in a combo and 
notice your opponent is simply blocking high, after the fourth or fifth hit you can switch to a com- 
bination attack incorporating low moves and catch your opponent off guard. 

Your only defense once you’re caught in a combination is to block the hits or sidestep away. 
You can only do this at certain breakpoints in the combination. 


Sidestepping 


Dark Rift really is a three-dimensional game, and this is where you can use sidestepping to give 
you a competitive edge. For example, when playing against Aaron, a slower character who tends 
to use projectile attacks, sidestep to avoid his rifle blasts. Use the L or R buttons on the sides of the 
controller to step right or left . If you use the analog stick for movement, it’s probably inconvenient 
to use the L button. That’s OK. It doesn’t really matter which direction you sidestep, anyway, as 
long as you’re out of the projectile’s path. 

You can also sidestep to avoid your opponent’s charge. If you see him start to charge at you, 
sidestep and take him down with a Foot Sweep, following up with a Body Slam for good measure. 

Finally, you can sidestep to avoid your opponent entirely. If the clock is starting to run down 
and you have more health than your opponent does, just sidestep and stay away from him or her 
and you’ll win by decision. 
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Controls and Batons 


You may customize the controller and reassign buttons to different movements, but throughout this 
book we’ll use these default controls: 


Movement Controls: Grd Controller Pad or Kpalos Jodstick 


Jump: M 


This move, combined with an Attack button, delivers a jump attack useful against a crouching 
opponent. 


Crouch or Duck: Y 


This move gets you low to the ground for a foot sweep, or to duck an opponent’s attack. 


Forward and Backward: > and € 


These buttons always move you in the same direction, regardless of where you face. For some com- 
bination attacks, you may have to reverse some movements if you’re on the other side of your 
opponent. 


Rttack Controls: Yellow Buttons 


Vertical Attack: A 
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This will slash up or down and hit a crouching opponent, but it can be sidestepped. 
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Horizontal Attack: <4 


This slashing attack will catch a sidestepping opponent, though it will miss a crouching one. 


Kick: Y 


Certain characters, such as Niiki or Zenmuron, make full use of kicks in their fighting style, while 
others rely less on kicks. Learn which fighting style is best suited to your character. 


Block: > 


Combine this with ¥ to turn it into a Crouch Block that will protect you from low attacks. 
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Should | Use the Analog Jodstick or the Controller ad? 


If you’re a fighting game purist, you’ll probably want to stick with the controller pad, because 
that’s what you’re probably used to. When I was learning many combinations, I found it much eas- 
ier to tell which button I was pressing when I used the pad. Using the joystick, it’s harder to tell 
what the game thinks you’re doing when you move it to the left. Was that really >, or was that Y? 
Learning the combinations in Practice mode helps, because the screen displays the button direc- 
tions as you enter them. 

If you’ve used the controller pad in the past, but old habits die fairly easily with you, give the 
analog controller a shot. The analog controller is, after all, one of big advantages of the N64. After 
I learned the combination attacks, I found I could execute them consistently quicker with the joy- 
stick. If you cut your teeth on arcade video machines, you’re probably used to using a joystick for 
directional movement, anyway. (Be aware that using the analog controller probably will make it 
harder to use the L button to sidestep, making you somewhat predictable in a two-player game after 
your opponent figures out you only sidestep to the right.) 


heats and Passwords 
Level Passwords and eat Codes 


OK, we admit it. We were as curious as you are to see the ending scenes that reveal how to play as 
Sonork and Demitron. So we peeked at them using these special cheat codes that let you view the 
different endings for each character. They can also take a lot of the fun out of the game, so don’t 
use all the cheat codes right away. Save some surprises! You must enter these passwords each time 
you turn the unit on. 


ENTER THE CODES WHEN YOU 
SEE THIS TITLE SCREEN. 


DARK RIFT 
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Enable Sonork: L, R, A, V, <, > 

Enable Demitron And Sonork: A, B, R, L, V, A 
Aaron’s Ending: M, <, R, >, V, R, R, 4 
Demonica’s Ending: #, <, R, >, ¥,R, R, A 
Demitron’s Ending: #, <, R, >, Y, L, L, V 
Eve’s Ending: M, <4, R, >, Y, R, R, > 
Gore’s Ending: #, <4, R, >, Y, R, R, W 
Morphix’s Ending: ®, <, R, >, Y, R, R, B 
Niiki’s Ending: 4, <4, R, >, ¥, R, R, A 
Scarlet’s Ending: M, <4, R, >, V, L, L, <4 
Sonork’s Ending: M, <4, R, >, Y, L, L, A 
Zenmuron’s Ending: ®, <4, R, >, Y, L, L, > 


P 


soya y o% 


TAN DENTO DNOC eVe COCE HOM 


= 
= 
3 
Š 


Teeth 
en’ 


Za) 
£ 
A 
oD 
22 

n 

E 
po] 
-2 
= 
© 
va 

_ 


KO 


Chapter 2 
arOn 


Colonel Aaron Maverick of the Colonial Commando Task 
Force is a highly trained and dedicated soldier. 

Generations of environmental destruction have devastated 
the earth, and it is believed that the Core Prime Element is the 
only thing that can save the dying planet. Aaron has vowed to 
let nothing stand in the way of his mission. 

Aaron is an expert in karate, although he does enjoy using his 
MFG-16 on hapless opponents. Aaron has two projectile attacks, 
one ground-based. Together, it all equals a world of hurt. 

Aaron is a great character for players who like to use 
weapons and projectile attacks. He’s a medium speed char- 
acter, and so at a disadvantage against faster opponents 
such as Niiki and Morphix, but proper use of his projectile 
attacks more than makes up for this. Aaron’s combinations 
are well-balanced, with a good mix of high and low attacks 


that keeps opponents guessing. 
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Keron lighting Stralesies 


When playing defensively, a good strategy is to 
crouch block when under attack, wait for an open- 
ing, then use a Crouch Sweep Kick to land your 
opponent on the ground. Another good combina- 
tion attack is Aaron’s Assault and Splattery, which 
will take down your opponent quickly. Follow up 
with a Body Slam, but be quick—a fast opponent 
can roll back onto his or her feet and catch you at a 
vulnerable point if you hesitate. 


Raon Moves to Use When ... 


Opponent Is Stand Blocking: 
E Goin’ Up (Grab) 

Œ Assault and Splattery 

EŒ Crouch Sweep Kick 

EŒ Crouch Body Slash 

Œ Jump Down Low Kick 

@ Running Slide 

E Rough ’n’ Tumble 

E Slash ’n’ Crash 

E Chin Split 

E Knee Breaker 

When Opponent Is Crouching or Crouch Blocking: 
m Slash 'n' Crash 

E Vertical Combinations 

Œ Hop Down Head Slash 


Aggressive Juggling Moves (When Opponent Is Airborne): 


E Slash 'n’ Crash (2 Hits) 

Æ Lock ’n’ Load (Up to 3 Hits) 

When Opponent Is Rolling Away from You: 
Œ Duck and Cover (Projectile) 


Karon Horizontal 


Combinations 


These are combinations of hits that fall 


along a more-or-less horizontal axis of 
attack. These attacks can’t be side- 
stepped but will miss a crouching 
opponent. Some of these combinations 
begin with the same “prefix” moves, 
but then break into other mixtures of 
attacks. This enables you to start a 
combination, and then branch off to an 
appropriate conclusion, depending on 
your opponent’s defensive posture. 


1. 
24414.14, EF €-+4 
3.44 4.4,V,V,4B 
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Karon Vertical Combinations 


These are combinations of hits that fall along a vertical axis of attack. Though your opponent can 
sidestep these attacks, they’!I hit a crouching or standing opponent. Notice that, except for the first 
two hits, which are vertical, these combinations are the same as the horizontal attacks. 


LA. V.49 +4 
2AV.4A, A E+ EA 
3.AV.4 AA V. V, 4B 
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Just for Kicks oF | 


While not terribly fast, this kicking combi- 
nation delivers two high hits and a low hit 
that will sweep your adversary off his or her 
feet. This is good to use against a staggering 
opponent, or to say good-bye to that special 
someone after a long combination. 


vv, v-v 


Special Attacks 


Aaron benefits from a huge arsenal of special moves and combinations. Throw these in between 
your combinations to keep your opponents guessing. 
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Lock 'n’ Load: >. > +A 


Duck and Cover: Y--> +A 
@ 


æ Running Push: >, > hold q 
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\ J@ Body Slam to Grounded Opponent: M + A 


Special Combinations 


HESE SPECIAL combinations pack 
\ a lethal punch. 
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Use your projectiles to your best advantage, but also keep 


a watchful eye for Aaron’s grenades coming right at you. 
You can run past them and out of their blast radius before 


they detonate. 


Block high at the beginning of Aaron’s combina- 
tions; then crouch block when he starts his lunge. Aaron is 
fast enough to catch you when you sidestep, so don’t be 
afraid to block while you wait for an opening. 


\s. Demitron 


Good luck. Demitron eats Marines like you for breakfast. 
Your best bet is to crouch block as much as you can to 
minimize the damage you’ll take, and then try to counter- i 
attack and break his combination after the fourth hit. a Demitron 


Watch Demitron’s teleport moves carefully to try to 
predict where he’ll appear. If he throws a Portal Forward, 
he’s about to appear directly in front of you, so start attack- 
ing and hope he’ll emerge in the middle of it. When 
Demitron executes a Portal Drop, he’s invincible. Your 
best bet is to sidestep or move forward or backward and hit 
him when he materializes. 


\s. Demonica 


Most of Demonica’s moves are low and close, which 


can make your life difficult. Use Aaron’s longer reach 
to your advantage and make her keep a respectful dis- 
tance by pounding her with longer range attacks such 
as Lock ’n’ Load or Bayonet Strike. 


EMONICA 


Demonica’s combinations include a lot of low 
attacks, so block low. 


\s. Eye 


Eve is quite fast, so sidestepping her attacks usually 
backfires. Instead, crouch block and wait for an opening. 
Then execute a Crouch Sweep Kick and ruin her day. 


Use Assault and Splattery to get Eve off her feet, 
then body slam her. 
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\s. Gore 


Gore is slower than you are, but can do a lot of damage, 
so try to contain his combination attacks by breaking 


them early —after the first or second strike. If you let 
Gore get deeper into his combos they’Il be much harder 
to stop, and they’ll hurt. One of his combos lifts you 
into the air and juggles you. Just say no. 


Gore has the quickest grab of any opponent, so 
keep your distance or prepare to sidestep or duck. 
Blocking won’t help you during a grab. 


\s. Morphix 


Morphix is quite fast and has lots of horizontal attacks 
mixed into his combinations, so sidestepping is usual- 
ly not terribly useful. Instead, look for a break in his 
combination and then crouch and sweep kick your 
opponent off his or her feet. 


Sidestep to avoid Morphix’s projectile attack. 
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\s. Niki 

When defending against Niiki’s combination attacks, 
keep in mind that they start out with three solid hits 
then get relatively easy to defend by blocking high. It’s 


best to handle Niiki from a distance, so make good use 
of your Lock ’n’ Load and Duck and Cover attacks. 


Niiki’s projectile attack is one of the longest- 
ranged projectiles in the game, but you can avoid it by 
sidestepping when she leans back to throw. 


\s. Scart 


Scarlet has some powerful combination attacks in her 
arsenal, but they’re relatively easy to break if you side- 
step after the second hit. 
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Scarlet’s projectile is ground-based, but it travels 
straight toward you. You can jump over it or sidestep it. 
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\s. Sonork 


Sonork is a slower character, but he can do a lot of dam- 
age. Stay in close and sidestep his combinations so you can 
counterattack when his back is turned. Use the 3-D move- 
ment to its fullest. 


Solitions 


Don’t let Sonork get away from you. He has 
some devastating longer-range attacks such as the 


wm 
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\s. Zenmiron 


Zenmuron is faster than you are, and has a 
medium to long reach. Most of his attacks 
are high, so make sure to block high. Learn 
to read his movements; they’re fairly pre- 
dictable. Zenmuron’s weakness is that he 
doesn’t have a lot of low moves. 


Be especially wary of Zenmuron’s juggling 
attacks. They can do a lot of damage to a jumping 
opponent. 
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Chapter 3 
Demitron 


Demitron is the final boss, owner of the Dark Prime Element. He’s the only 
character with two separate projectile weapons and a grab command 
available within the strings of combination moves. As you might expect 
from the final boss, Demitron does the most damage of any character. His 
only real weakness stems from the fact that he’s only average in speed 
and jumping ability. 

Demitron’s close combinations blend exquisitely with high, low, 
vertical, and horizontal attack combinations, making him the most difficult 
Opponent to avoid taking damage from. His ranged attacks have a medium 
to long reach and are devastating. And he has several teleportation 
moves (including one that drops him squarely atop his unwitting oppo- 
sition). The teleport attacks can take Demitron from anywhere in the 
room and place him beside his foe in the blink of an eye, giving any 
opponent a one-way ticket to a really bad day. 
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Demiton Fishing, Stretesies 


A mix of high-high-low and high-high-high combina- 
tions will throw off your opponent from close range. 
In midrange the special combinations can do vast 
amounts of damage in a short period of time. When 
attacking from a distance, you can hang back and lull 
the enemy into a false sense of security. Once he starts 
through a combination, use Portal Forward to land 
directly in front of him for a big surprise. To take out 
the enemy directly with the teleport, use Portal Drop 
and you’ll land right on top of him. 


Favorite Special Combination Moves 


Hit your opponents with a Cyclone, followed up with either a Crescent Sault or Teleport Drop while 
they’re still staggering. Of course, if you’re really mean (and we know you are), following this 
maneuver with a cozy little Body Slam will express your true feelings. 


THE CYCLONE IS AN EXCELLENT WAY 
TO START A KILLER COMBINATION 
WITH DEMITRON. 
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Demitron Horizontal Combinations 


These are combinations of hits that fall 
along a more-or-less horizontal axis of 
attack. Note that some of these combina- 
tions begin with the same “prefix” 
moves, but then develop into other mixed 
attacks. This enables you to start a com- 
bination, and then branch off to an appro- 
priate conclusion, depending on your 
opponent’s defensive posture. 
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Demitron Vertical 
Combinations 


These are combinations of hits that fall 
along a more-or-less vertical (up and 
down) attack axis. Again, note that some 
of these combinations begin with the 
same “prefix” moves, but then develop 
into other combination attacks. 
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Demitron Moves fo Use When ... 


Opponent is Stand Blocking: 
m Portal Uppercut 

m Cyclone 

m Lunch (Grab) 

m Portal Drop 

m Crouch Kick 

m Crouch Slash 

m Hoof Drop Christening 

mw Pandemonium Launch 
When Opponent Is Crouching or Crouch Blocking: 
E Vertical Combinations 

Œ Hop Down Head Slash 

Œ Jump Down Head Slash 

E Hell Smasher 

E Portal Drop 

E Draw & Quarter 

E Crescent Sault 

E Erebus Snort 

Æ Hoof Drop Christening 
When Opponent Is Jumping: 
E Vertigo 

When Opponent Is Sending a Projectile: 
E Portal Drop 

@ Portal Forward 

E Portal Uppercut 

E Portal Sidestep 

When Opponent Is Rolling Toward You: 
E Portal Drop 

@ Portal Upper Cut 

Æ Crescent Sault 

m Hell Smasher 
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Just for Kicks 


HESE ARE SIMPLY the pair of kicking combinations available to Demitron. For some reason, 
kicking attacks seem somewhat more powerful and spectacular than other attacks. 


Demitron Special Riek 


As the “big daddy” of Dark Rift, Demitron has some very tasty 
special attacks. Most spectacular and effective are the trio of tele- 
porting offensives. The Body Slam is also fittingly punishing. 
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Demilron Special Combinations 


Special combinations offer up some of the game’s best attacks, with one small problem. They can 
be difficult to pull off in the heat of battle. However, they’re very much worth the effort. 


Techniques for Denion When Fighting the 
Oher Characters 


Again, Demitron is the final boss, and as such commands a certain respect and fear in battle. 
Despite this power, he’s certainly not infallible, so heed the following advice as we explore indi- 
vidual strategies for defeating Dark Rift’s remaining characters with Demitron on your side. 


\s. Karon 


Aaron might try to exploit Demitron’s lack of super- 
fast speed (and therefore sidestepping ability). 


Aaron mixes plenty of highly effective horizontal 
moves with his combinations, so a quick sidestep to 
avoid a blow might end in a flurry of hits against you. 


\s. Demitron 


Whenever you fight Demitron (even if he’s a copy of 
you), you must block liberally. You can avoid a fair 
amount of damage and the devastating endings to his 
longer combinations if you crouch block and wait out 
the storm. 


2 
; i = 
Demitron 


Demitron 


Because you’re familiar with Demitron (you’re 
using him yourself), try to identify the beginning signals 
of teleportation attacks. Good luck. 
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\s. Demonica 


Demonica is particularly tough in a close-in fight, but 
fortunately she lacks a decent ranged weapon. 


Basically, Demonica has more “low” attacks than any 
other character, so use your Portal attacks to wreak 
havoc when she takes a run for your legs. 


\s. Eve 


Eve is incredibly, annoyingly fast. So if you face a 
tough computer or skilled human opponent with Eve, 
you’ll be well off to try to keep your distance. 


JEMITRONE 


Phen 


This will help you anticipate some of her moves, 
because if you get in too close, she’ll shred you like a 
Whitewater document. 


\s. Gore 


Gore is the slowest Dark Rift character, so it’s generally 


prudent to use speed to your advantage whenever possible. 


Gore does, however, have an advantage with his 
ranged attack—a three-dimensional ring that prevents 
escape through sidestepping. If you drop in via teleport 
we’re sure you'll succeed. 


\s. Morphix 


Morphix is a very fast character whose Pain Saw and 
other fast special combination attacks can inflict serious 
damage. 


Don’t attempt to jump away with Demitron, or 
Morphix will cut you down and make you pay for 
attempting escape. Block effectively and use your supe- 
rior power to subdue Mr. Shiny. 


\s. Niki 
Niiki is the fastest, shortest-ranged character in Dark 


Rift. If you spend too much time standing around, she'll 
turn you into leather to use in the uneven parallel bars. 


It’s best to handle Niiki from a distance, but be 
wary of her one ranged attack (which you can easily 
block). 
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\s. Scarlet 


Fortunately for Demitron, Scarlet isn’t particularly fast, 
and her attacks are easily sidestepped. Her strength lies 
in her combinations, which can be brutal if you don’t 
break them. 


\s. Sonork 


Sonork is slow, but distance attacks are probably not 
the best when you have Demitron. Instead, get in very 
close and hit hard. 


Use the teleport attacks to get close and dish out 
some Demitron justice. 
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Demitron Sone 


When Sonork goes for a combination, block lib- 
erally and hit him at break point; then smack him with 
some combinations of your own. 


\s. Zenmdron 


Zenmuron is fast, and he has some tough initial 
moves. However, he’s really no match for 
Demitron. If he gets beyond the first three 
moves of his combinations you can simply 
block high until he’s finished. 
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Chapter 4, 


Demonica 


Demonica is the mistress of vicious fighting. Although not 
incredibly fast, she can hold her own with most characters 
when it comes to implementing attacks quickly. Demonica is 
famous for her low-to-the-ground, in-your-face fighting style. 
This can demoralize opponents who don’t like to mix it up 
heavily. 
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Demonia lighting Strategies 


Again, Demonica is the queen of vicious combat, so 
exploit this. Her excellent collection of high and low 
attacks can keep the enemy off balance. We find it 
effective to hit the opponents with a high horizontal 
combination, and, when they’re still blocking high, hit 
them with a Hades Bite and take them down. 

If you’re having difficulty avoiding ranged 
weapons, we recommend using the Running Slide and 
the Portal Uppercut to catch them off guard. 


Favorite Special Combination Moves 


A successful Snarl Lewis will send your enemy staggering back, giving you time to do your 
Demonic Kiss (grab) on them. Of course, no Demonic Kiss would be complete without the oblig- 
atory Body Slam. Loads of damage, and good clean fun! i 


THE HADES BITE IS A POPULAR 
SPECIAL ATTACK FOR DEMONICA. 


Demonica Horizontal Combinations 


In a close-in fight, Demonica’s horizontal combinations are difficult to defend against, and the hits 
near the end of the sequences cause mucho damage. With Demonica it’s especially important to 
master these techniques so that you can play fully to her strengths. 
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Demonica Vertical Combinaons 


Demonica’s vertical attacks are lengthy, 
but potent. As with her horizontal com- 
binations, we recommend you get a 
handle on these to succeed against the 
tougher opponents. 
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Just for Kicks 


This girl is no kicker, although it may 
seem at times like she’s kicking and 
screaming. However, she has one lone 
kick combination in her arsenal. 
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Incubus Ball: 
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Portal Uppercut: V, A 


> 


unning Slide: >, > (hold) W 


Body Slam to Grounded Opponent: #.+ A 
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Mad Carniva: S +<4,V+4 A 
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ss Kiss: B 
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an P When Fighting 


Because of Demonica’s brutal (and well-earned) reputation, we’re confident she can handle just 
about anything thrown her way, especially if you get proficient with her combinations. It’s a good 
idea to hold off on your Portal attack until you really need it, and then pop the surprise. 


\s. Karon 


Aaron is slower than Demonica, but as usual you 
won't want to try to sidestep him or he’ll cut you 
down. Fortunately, you don’t have to worry about 
moving away from Aaron; you can be aggressive and 
try to string together long combinations. 
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If he gets cocky and breaks a combination, hit 
him with a Hades Bite to straighten him out. 


\s. Demilron 


The Demonica vs. Demitron fight is one of the more excit- 
ing showdowns in Dark Rift. Because of Demitron’s brute 
strength and awesome arsenal, you should follow the other 
characters’ leads and block heavily when in combat 
with him. 


When you see an opening, however, hit him with 
a low combination that leads to a high finale. 


\s. Demonica 


Blood, sweat, and demon bits. That’s all there’ll be 


after this one. 


% De MONICA 


ready to block low or jump her low Rui 
pag Hades Bites. 
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\s. Eve 


Eve has more speed than Demonica, and her lightning- 
fast sword does pose some serious problems during 


combat. 


But when Eve gets rolling on her combinations, 
they’re usually aimed high: You know what you have to 
do then, Ms. “Hades Bite.” 


\s. Gore 


Keep Gore at a distance at first; then come in with a 
Running Slide or Portal Uppercut when he follows you. 


If you take him down with one of those moves, you 
can then progress into a combination to grind him 
down to size. 


\s. Morphix 


Morphix is a good match for Demonica, because 
attacks like his Amputator can take you out low. His 
Moribund Wheel can also be a more-than-adequate 
“offensive” defense mechanism up high. 


Keep him at arm’s length. Use your running 
attacks and surprise him with your Portal Uppercut. 


\s. Niki 
Niiki and Demonica often end up in a blur of fisticuffs 


where it’s hard to tell just who’s hitting whom. Lure is \ q Z. 
Niiki in close, and then take her out low. 


lo 
KS 


` 


Demonica 


Once she’s down you can set up a lethal combination. 


TAO DENTO DOVONGA CVE GOS: MOPPING 


Scarlet mainly attacks high, so block while she begins her 
combinations, and then hit her with the Hades Bite or 
Demon Flip during breakpoint. Hit her with a couple of 
these and she won’t be able to mount a defense against you. 3 = f 
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If Scarlet tries to get in really close for one of her 
potent sword volleys, it’s be a good idea to use the 
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Demon Breath to show her why halitosis pays. 
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Sonork has that Gatling Cannon, a very powerful 
ranged weapon. If you start a Running Slide at the same 


time he opens up the cannon, you’ll be in for a bad day. le — 
“Demonica 


Sonork is a great reason to familiarize 
yourself with the subtleties of the Portal 
Uppercut. 


\s. Zenmiron 


Hit Zenmuron low and often. He’s not like- 
ly to block the low areas consistently; your 
combinations can finish high to exploit this. 


DEMONICA ~ 


Although Zenmuron is fast, your raw 
ferocity can throw him off his game. 
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Chapter © 


Eve 


Eve is a sentient android, a highly advanced prototype of the perfect 
mechanical fighter. After Sonork demolished her research laboratory 
and sent assassins to kill her, Eve decided to use her powers to capture 
the Core Prime Element, and, she hopes, regain her human form. 
Eve uses traditional fencing techniques and is one of the game’s 
fastest characters. Her saber extends her reach, and her speed 


makes her a formidable opponent. 
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Eve Fighting Strategies 


A high-high-low combination is very difficult for 
your opponent to defend against once he or she is 
taking damage. Eve is fast and unpredictable, so 
keep your enemy off balance by throwing a volley 
of attacks. Use the Spiral Slice or first part of the 
Stygian Ballet to attack from midrange and cause 
your opponent to stagger. If your timing is good, 
you can hit with a combination before he or she 
recovers. 

Against a charging opponent, use Eve’s Stygian 
Lunge. Eve is one of the few characters with a pro- 
jectile as a branch from one of her combination 
attacks. 
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Eve Horizontal Combinations 


HESE ARE COMBINATIONS of hits that fall along a more or less horizontal axis of attack. 
These attacks can’t be sidestepped but will miss a crouching opponent. Note that some of these 
combinations begin with the same “prefix” moves, but then break into other attack mixtures. 
This enables you to start a combination and then branch off to an appropriate conclusion, depend- 
ing on your opponent’s defensive posture. 
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Eve Vertical Combinations 


These hit combinations fall along a vertical axis of attack, Though your opponent can sidestep 
these attacks, they'll hit a crouching or standing opponent. 
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4 AA, e+e 
5. A&A GALAGA Eve only has one kick, courtesy of the W button. 


Special Attacks 


These special moves are great attacks for mixing it up between combinations. Eve’s vaulting 
moves are particularly good for sweeping opponents off their feet. 
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Running Slide: >, > hold W 
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Stygian Lunge: > + A 


Special Combinations 


HESE DEADLY combinations will strike fear into the heart of your opponent. 


Argon Upheaval: >, > +4 V+ A, > +A 
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Techniques for Eve When Fighting the 
Other Characters 


VE IS VERY FAST, and her medium to long reach makes her a force to reckon with. Though 
she does only light damage, it’s difficult to predict her next move. Use this to your advantage 
and attack relentlessly at medium range. Check out these winning strategies. 


\s. Karon 


Aaron mixes a lot of horizontal and vertical moves into 
his combination attacks, so it’s hard to sidestep him. 
Block high during most of his combinations, and then 
crouch block when he begins his lunge; you can duck 
most of these blows and defend against low kicks. 


Watch out for Aaron’s projectiles. He’s one of 
the few fighters with two projectile attacks. Sidestep 
his Machine Gun attack, and jump over his grenades or 
run past them before they detonate. 


\s. Demitron 


Demitron is one tough customer. The best strategy is to 
crouch block and wait out his longer combinations to 
minimize the damage (but it will still hurt). Standing up 
during a combination attack may get you into a grab. 


Watch Demitron’s teleport moves carefully to try 
to predict where he’ll appear. Don’t worry if he throws a 
Portal Sidestep on you; he’s just trying to confuse you. 
He still must execute another move to come in close to 
you, so watch carefully. Use the crouch block against a 
Portal Uppercut. 


\s. Demonica 


Most of Demonica’s moves are low and close, which 
can make your life difficult. Try to stay at medium 
range, crouch block, and use longer range attacks, such 
as your Stygian Lunge or Argon Saber Bolt. 


Like Demitron, Demonica can execute a Portal 
Uppercut, so watch for the beginning signs and get 
ready to crouch block. 


\b. Uve 


You’re matched evenly for speed in a mirror match, so 
your best (and only) bet is to beat Eve to the punch and 
launch into a horizontal or vertical combination attack. 
If she gets the drop on you, you can block after the 
third hit, and then break her combination by attacking 
after the fifth hit. 


You can block high midway through Eve’s combi- 
nations, but watch for a low attack toward the combination 
and get ready to crouch block. 
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\s. Gore 


Gore is slower than Eve so take advantage of her higher 
speed and keep pressing the attack. If your timing is right, 
you can sidestep his combinations and counterattack. 


Gore’s projectile is ground-based, so sidestep- 
ping won't help you. Your best bet is to get the timing 
just right and jump over the blast. 


\s. Morphix 


Don’t try to sidestep Morphix’s attacks. He’s very fast and 
usually will strike before you can get out of the way. 


ik 


Instead, during a combination, look for a break and then 
use your fastest horizontal combo. 


Sidestep to avoid Morphix’s projectile attack. 
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\s. Niki 
Niiki’s combination attacks start out with three solid hits, 
and then are relatively easy to defend by blocking high. 


Niiki can transition immediately into a horizontal 
combination after combinations that end in an Axe Kick. 
When Niiki strikes down like this at the end of a combi- 
nation, break it here by counterattacking, or get ready to 


block the horizontal attack most likely on the way. 


\s. Scarlet 


Scarlet is slower than Eve, but try to break her combi- 
nations early because they’re difficult to defend 
against toward the end. The fourth hit of Scarlet’s hor- 
izontal combinations is actually a kick that can catch 
you off guard, so be alert. 


You can’t jump over Scarlet’s ground-based pro- 
jectile because it travels in a straight line toward you, 
but if you time it right you can sidestep it. 
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\s. Sonork 


Sonork’s combination attacks are powerful, but your 
speed is your big advantage. You can sidestep his combi- 
nations and counterattack with a horizontal combination 
of your own. 


Sonork will try to get some distance from you so 
he can resort to his more powerful mid- and long-range 
attacks such as the Gatling Cannon or Gatling Drill. 
Don’t allow him this luxury. 


Sidestepping won’t work too well 
against Zenmuron. He’s too fast. 
Instead, learn to read his moves con- 
sistently, block well and block high, 
and you'll rain on his parade. 


\s. Zenmdron 


Zenmuron is a good match for Eve, because he’s fairly fast 
and has a medium to long reach. Because he doesn’t have a 
lot of low attacks in his combinations, most of Zenmuron’s 
attacks will be high. To succeed against 
Zenmuron, you must block well and block 
high. You can break Zenmuron’s combina- 
tions after the third hit. 
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Chapter 6 


Gore 


Gore is probably Dark Rift’s slowest, least mobile character, and as 
such he has a special set of vulnerabilities. But his very long reach 
and the raw power of his attacks (which cause a great deal of damage 
when they connect) counter these weak spots. 

Gore is a prime example of why Dark Riftisn’t just a hack-and-slash 
fighting game with no strategic aspect. In fact, managed correctly, Gore 
can go a long way in combat. A large part of this management is good, 
old-fashioned patience. 
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Gore lighting Strategies 


ORE’S BREAKPOINTS are blockable as well as attackable 

À if an opponent is taking damage. Gore’s long reach helps 
his powerful attacks inflict damage at a medium range, so let 
your enemy come to you. Gore’s grab is also the quickest of 
any character, which makes it easy to go for the Dislocator 


move at the enemies’ breakpoint in close combat. 

Because it’s ground-based, use Gore’s projectile from a 
safe distance when your opponent’s in midcombination. 
Remember, the Seismic Ripple extends in all directions from 
Gore, so you can use it when you hop in behind the enemy. 


Gore Moves fo Use When...  Fevorite Special 
Opponent Is Stand Blocking: ° ° 
Be foi (Grab) : Combination Moves 


E Crouch Kick Gore’s horizontal combinations (especially 


Æ Crouch Body Slash numbers 1, 3, and 4) are a lot of fun if you 
@ Jump Down Kick can master them, and the Dorlon 
E Running Slide Rollercoaster is a joy to watch. Use moves 


that exploit Gore’s brute strength whenever 
possible. 


E Kick Combination (Second Hit Is a Low Uppercut) 
E Ground Zero 

Seismic Ripple 

Œ Dorlon Rollercoaster 

When Opponent Is Crouching or Crouch Blocking: 
E Vertical Combinations 

Œ Hop Down Head Slash 

Œ Jump Down Head Slash 

Œ Dorlon Rollercoaster 


When Opponent Is Jumping: 

E Vertical to Horizontal Combination 

E Horizontal Combination THE SEISMIC RIPPLE IS AN EXCELLENT 
When Opponent Is Rolling Toward You: OMNIDIRECTIONAL WEAPON. 


Œ Ground Zero 

EŒ Seismic Ripple 

E Cain Lung 
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Gore Horizontal Combinations 


Gore’s slowness magnifies the importance of implement- 
ing combinations flawlessly. It can be tough to string 
these together, but it’s worth it when Gore gets to the end 
of combinations 3 and 4. 


Gore Vertical Combinations 


Gore’s (completed) vertical combinations can take the 
opponent off his or her feet. Remember, these attacks are 
up and down, so watch for a flank hit during breakpoint. 


Jast for Kicks 


Gore isn’t a kicker, and as if to amplify this, the only 
kicking combination ends in a blow from his axe. Go 
figure. 
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Gore Special Attacks 


1.qqeid 
2.444 


E EEEE RETN 
4.4, 4, V +A A,B 
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Gore’s special attacks remind us of old “Sinbad” movies, in which giants fight with axes and clubs 
on an epic scale. The raw power of many of Gore’s specials should be enough to frighten even the 


hardiest opponent. 


go Zero: N+ <q 
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Cain Lunge: >, > +A 
(pe @ 


a Feller: >, > +4 - 4 J i i 
@ biak Push: >, > (hold) <q 


tos 


ide: >, > (hold) Y 
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Running SI 


Seismic Ripple: ¥-S-> +A 


Ce 


Dorlon Rollercoaster: € + A, B \ Body Slam: M +A 


Gore Special Combinations 


Two of Gore’s special combinations end in the Dorlon Rollercoaster move, so it’s important to start 
these combinations close enough that when you complete the string you’re breathing down your foe’s 
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neck. 


Techniques for Gore When Fighting. the 


Other Characters 


Again, use Gore best as a midrange fighter who “stays in” to block when a fast enemy gets close. 
Remember that Gore’s hits are generally power-packed, and you should exploit quickly any open- 
ing you spot, following up with a block. 


\s. Karon 


Aaron’s ample repertoire of horizontal moves and com- 
binations will prove impossible for Gore to sidestep. 


Keep Aaron at arm’s length and hit him with far- 
reaching attacks such as the Tree Feller or Running 
Slide/Push. 


\s. Demitron 


In terms of size, Gore is the only match for Demitron, 


but that won’t mean your task will get any easier. The 


largest benefit you'll enjoy is that your hits will do more 
damage. 


Block heavily and don’t be afraid to use the 
Seismic Ripple if you can squeeze it in safely. 


\s. Demonica 


Block low and often against Demonica. She likes to 
“scoop” you with her sliding runs and deadly upper- 
cuts. Although she’s faster than you, a solid Cain 
Uppercut or Tree Feller can take her down in a jiffy. 

= r Si me 


Watch out for her combinations that start low and 
end high. 


\s. Eve 


Keep Eve at a minimum range of one body length 
away (Gore’s body, that is). Her blade is incredibly 
fast, so stand back and block. 


When she takes a break, hit her with the Seismic 
Ripple. 
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\s. Gore 


Head to head, baby. What can we say? He knows your 
weaknesses and has your tools, so block well and club 


him to death when there’s an opening. 


Probably the best advantage you have when 
fighting yourself is that Gore’s reactions are slow. 
Anticipating the breakpoints of his combinations 
should give you an advantage. 


\s. Morphix 


Whatever you do, don’t jump in front of Morphix when 
he’s going for a combination, or you’ll end up being jug- 


gled for 10 seconds. Morphix is fast, but his combinations 
telegraph and are easy to identify to the trained eye. 


Knowing his routines will help you hit him hard 
(and put him down) at breakpoints. 
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\s. Niki 
This is usually fun—the fastest character pitted against 
the slowest. If you’re not careful, Niiki will kick you all 


around the ring and you won’t get even a single hit. Keep 
her at a distance and strike out with midranged attacks. 


If she blocks these attacks, move immediately to a 
block (because you know she’s coming); then get ready 
to lash out again. 
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\s. Scarlet 


Fortunately for Gore, Scarlet’s not particularly fast, and 
her attacks can be sidestepped—even by Gore. Scarlet’s 
strength lies in the back end of her combinations. Hit her 
at breakpoint and block when she gets in close. 


Which brings us to our next point: Scarlet likes to 
get close (where she’s most effective), so use your 
reach to grab her and give her a Dislocator. 
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\s. Sonork 


One of the biggest risks (for Gore) when fighting 
Sonork is the Gatling Cannon, which can be hard for a 
slow character who’s in close to dodge. 


Sonork also has equally superb reach for 
midranged attacks, so while you’re planning to hit him 
with a Tree Feller you should also be ready to block in 
a jiffy. 


\s. Zenmiron 


Gore can outmuscle Zenmuron. If Zenmuron gets past his first three moves and progresses further 


into his combinations, simply block high until he’s finished. 


Otherwise, hit him at breakpoint with a 
short combination and finish him with a 
special. 
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Chapter, 7 


Mo 


Morphix is an energy being from the Light Dimension, and owner of the 
Light Prime Element. Morphix is blessed with an unusually flexible 


for certain attacks—giving him unusual fighting abilities. Morphix has 
one of the longest reaches of any Dark Rift character. All this energy 
and speed packs a lethal punch for his urducky opponent. 

Morphix’s greatest advantage is the speed of his attacks and 
combinations, which make them very difficult to defend against. His 
combinations can branch into low or vertical attacks that can defeat a 
crouching opponent. Although he inflicts only light to medium damage, 
Morphix causes the most damage when juggling an opponent in his 
Moribund Wheel, Blender, or Amputator attacks. 
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body, and his life energy allows him to morph his arms into long blades mT 


— fighting Strategies 


SE A MIX of high-high-low and high-high-vertical com- 
binations to throw off your opponent at close range. Morphix 
is fast enough to handle just about any adversary up close, but 
he can also hang back and use his longer-ranged attacks to 
keep the enemy at a distance. 

A good strategy is to let the opponent come to you, and 
then devastate him or her with a juggling attack. The Zenith 
Spike has one of the longest reaches of any weapon in the 
game, reaching more than half the width of the screen. Use it 
with caution, though, as it takes some time to retract. 


Morphix Moves to tke Whe .. eee Ha 
Opponent Is Stand Blocking: 

E Rip Slide (Grab) 

E Crouch Kick 

E Crouch Body Slash 

E Jump Down Kick 

@ Running Slide 

E Amputator 

Œ Leg Division 

@ Pain Saw 

When Opponent Is Crouching or Crouch Blocking: 
Œ Vertical Combinations 

Hop Down Head Slash 

E Jump Down Head Slash 

E Mantis Spike 

E Kick Combination 

Juggling Moves (When Opponent Is on Ground or Airborne): 
E Moribund Wheel 

@ Blender 

E Amputator 

When Opponent Is Rolling Toward You: 

Œ Moribund Wheel 

@ Amputator 
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Morphix Horizontal Combinations 


These combinations of hits fall along a more or less horizontal axis of attack. These attacks can’t be 
sidestepped but will miss a crouching opponent. Note that some of these combinations begin with the 
same “prefix” moves, but then develop into other attack mixtures. This enables you to start a combi- 
nation, and then branch off to a conclusion appropriate for your opponent’s defensive posture. 


L.4<4vid 

2.4.44 A.<4 
3.4.44a.4+4¥+4 A.B 
4.4.44 A, TZ RE ER EYN 


Morphix Vertical Combinations 


These combinations of hits fall along a vertical axis of attack. Though your opponent can sidestep 
these attacks, they’II hit a crouching or standing opponent. Note that, except for the first two hits, 
which are vertical, these combinations are the same as the horizontal attacks. 


LA. A, D+tA. VEA 

24, A, 44.4 

3.4. A, 4A V+, bA, B 
LA A.A, V+ bt HA 


Just for Kicks 


This kick combination ends with a vertical handstand that will definitely get the attention of a 
crouching opponent. 


t 


Special Attacks 


These special moves and combinations will keep your opponent staggering backward. Keep the 
shorter combinations handy for mixing it up between horizontal and vertical attacks. 
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Moribund Wheel: N+ A 
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Special Combinations 


These special combinations will strike fear into the heart of any opponent. 
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(5. Pain Saw: € +4, V + <4, A, B 


Vè for Morphix When Fighting, the 


Characters 


Morphix is very fast, so strings of combinations are your best bet. You can go head-to-head with 
other characters and hold your own, but don’t be afraid to hang back and let your weapons do the 
talking. Certain characters merit special attention, so pay attention as we explore winning strate- 
gies for fighting as an energy being from the Light Dimension. 


\s. Karon 


Use Morphix’s speed to your advantage. When Aaron 
hits you with a knockdown attack, you can quickly roll 
to your feet before he can body slam you and launch a 
counterattack. 
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Monge Daath: ; You can avoid most of Aaron’s attacks by high 
oa blocks in the beginning. Switch to a low or crouching 
block when he lunges at you, and you can escape the 
worst of the punishment. Sidestepping isn’t terribly 
useful against Aaron because his combinations incor- 
porate lots of horizontal moves. 


\s. Demitron 
Good luck. Do your best to block his attacks and try 


to weather out his long combinations. Keep your head 
down and wait for an opening. 


Watch Demitron’s teleport moves carefully to 
try to predict where he’ll appear. Against a Portal 
Drop, try sidestepping or moving forward or backward 
to get out from under him. When you see a Portal 
Forward, attack the space directly in front of you and 


hope he appears there. 


\s. Demonica 


Demonica is a vicious fighter in close, so keep your 
distance and use long range attacks such as the Tesla 
Plasma Ring or Zenith Spike. 


MONICA 


Demonica’s combinations include a lot of low 
attacks, so be sure to block low. 


\s. Eve 


Eve matches Morphix in speed, so don’t try to sidestep 
her attacks. Instead, wait for her to come to you and use 
a juggling move such as the Moribund Wheel or 


Blender to rack up the damage points. 


Stay in close; Eve has a long to medium reach. 
Hit her with lots of vertical combinations. 


\s. Gore 


Gore is slower than Morphix, so take advantage of your 
higher speed and keep him on the defensive. If you time it 
right, you can sidestep his combinations and counterattack. 


Gore’s projectiles are ground-based. Again, if 
you time it right, you can jump right over them. The 
speedier Morphix can turn around and counterattack 
using his Tesla Ring or Zenith Spike. 
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\s. Morphix 


Morphix does the most damage when juggling an 
opponent, so be sure to block these attacks and coun- 
terattack before he can recover. 
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MORPHIX 


Morphix’s combinations mix high and low 
attacks so be on your guard and try to break them after 
the second or fifth hit. Be ready to crouch block if it 
looks like he’s ready to pull out the Pain Saw. 


Niiki is faster than Morphix, but she must be fairly 
close to launch one of her long combination attacks. 
Keep her at a distance and toast her with the Plasma 
Ring or stab her with the Zenith Spike. Watch out for 
her projectile! 


Break Niiki’s combination attacks after the third 
hit by blocking high. 


\s. Scarlet 


Use Morphix’s speed to your advantage and break 


Scarlet’s combination attacks after the second hit by 
sidestepping and dealing some serious damage before 
she can turn her back. Scarlet’s combination attacks 
can get very difficult to defend against toward the end. 
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Scarlet’s projectile is ground-based, but you can 
sidestep it anyway because it travels in a straight line. 


\s. Sonork 


Sonork is a slower character, so you can break his com- 
binations and counterattack when his back is turned. 


A GRAB MOVE WILL DEFEAT A CROUCHING OPPONENT. 


Be especially wary of Sonork’s Gatling Cannon. 
If one of the projectiles hits you, they all do—putting 
you in a world of pain. 


\s. Zepmiron 


Zenmuron is fairly fast; don’t try to sidestep his 
attacks or he’ll clock you. He doesn’t have a lot of 
low moves, so block high and you'll avoid a lot of 


damage, particularly toward the end of his combi- 
nation attacks. 


Learn Zenmuron’s movem its 
ognize the beginning of his proj 
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Chapter 8 
N è iki 
Niiki is a princess from the jungle city of Faralon. She’s received 
instruction in the art of inverse kinematics (which uses an enemy’s 
own force against him) from the world’s best teachers. Niiki’s leaping 
attacks make her a force to reckon with. 

Niiki is the game’s fastest opponent, though she has a short 
range. Niiki also has the longest combinations of any Dark Rift char- 
acter, including one that can continue indefinitely. Though Niiki must 
be in close for her combinations to connect, her Starburst Blast is the 
game’s longest-ranged projectile. Niiki does only light damage, so pre- 


pare with another lightning-fast combination if you want to stay on 
your feet. 
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Niki Fighting Strategies 

A high-high-low combination is very difficult to 
defend against once your opponent is taking 
damage. Niiki is fast enough to break oppo- 
nents’ combinations with a Crouch Sweep Kick 
to land them on the ground. Then she can body 
slam them and rebound for another combination 
attack. 

A good strategy is to bring the opponent to 
you with the Back Vault. Once your foe takes the 
bait, use Niiki’s Faralon Pounce to vault back 
and pounce forward to take him or her down. 
Niiki’s powerful special moves include the 
Deadly Butterfly and the Fatal Flutter, which she 
can perform at medium range. 


THE DEADLY BUTTERFLY CAN MAKE 
YOUR OPPONENT TAKE FLIGHT. 


Niiki’s Infinite Combo 


Niiki has a special ability no other character possesses. After an Axe Kick, she can transition 


immediately to any of her horizontal combination attacks while her opponents are still stag- 
gering back and unable to defend themselves. If she transitions to the one horizontal combina- 
tion that ends in an Axe Kick, she can repeat this combo again and again. 


Niki Horizontal 
Combinations 


HESE ARE COMBINATIONS of hits that fall 

along a more-or-less horizontal axis of attack. 

These attacks can’t be sidestepped but will 
miss a crouching opponent. Note that some of 
these combinations begin with the same “prefix” 
moves, but then break into other attack mixtures. 
This enables you to start a combination, and then 
branch off to a conclusion appropriate to your 
opponent’s defensive posture. 


L4<qV¥iv 

2. 4.>. vV, € +V. V, > +> 

3.44V,.€+V, Vi aA 4+4, >+A 

4.4, 4, V, € +V, V+ A. V +Y (start this 
combination again to repeat indefinitely) 


Niki Vertical 
Combinations 


These hit combinations fall along a vertical axis 
of attack. Though your opponent can sidestep 
these attacks, they’Il hit a crouching or standing 
opponent. Note that, except for the first two hits, 
which are vertical, most of these combinations 
are the same as the horizontal attacks. You can 
transition from Combination 4 immediately to a 
horizontal combination. 


LA A, vid 

2A. A.V, € -V. V, > -+V 
AAV €& +V, VIA VIA DTA 
4. A., A, V, € + V, V + A, V+ © (start a horizontal combination to continue) 
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Just for ticks 


These kicking combinations are fast and powerful. You can transition from Combination 4 immediately 
to a horizontal combination. 5 


DAJN 
2v, v, vV, € +V. vV, > -+V 


3v, v, v, €+-vV, Vi A VIA DIA 


Special Attacks 


These special moves are great attacks for mixing it up between combinations. Niiki’s vaulting 
moves are particularly good for sweeping an opponent off his or her feet. 


ZX pak Rit Official Searels & Zoktions 


SHE SHOOTS ... 


Fatal Flutter: ù + < 
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Special Combinations 


With all of Niiki’s special moves in your arsenal, you should have no trouble stringing them into 
deadly combination attacks such as these. 


Lunatic Mule: > + V, V, > -V 


TNA 


Mka nai E 


p8 


Frolic: £ +A, Vi A > +A 
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Techniques for Niki When Fighting the 
Other Characters 


Niiki is very fast, so strings of combinations are your best bets here. Use your vaulting moves to 
attract your opponents’ attention and your combinations to hammer them into the ground. Certain 
characters merit special attention, so pay attention as we explore the winning strategies for fight- 
ing as a jungle princess from Faralon. 


TIMING IS EVERYTHING WHEN SIDESTEPPING 
PROJECTILE ATTACKS. 


\s. Karon 


Use Niiki’s speed to your advantage. When Aaron hits 
you with a knockdown attack, you can roll to your feet 
before he can body slam you, and launch a counterattack. 


ji 
sÄaron 


Block high at the beginning of Aaron’s combina- 
tions; then crouch block when he starts his lunge. Aaron 
is fast enough to catch you when you sidestep, so don’t 
be afraid to block while you wait for an opening. 
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\s. Demitron a 


TA 


This is one tough opponent. Keep blocking his combina- 
tions, and watch for an opportunity to dart into a quick 


combination. You can also hold him at a distance with Mé aa ; 
your Starburst Blast, but watch out for his projectiles. ‘ Jm Demitr on 


Watch Demitron’s teleport moves carefully to try 
and predict where he'll appear. Don’t worry if he 
throws a Portal Sidestep on you; he’s just trying to con- 
fuse you. He still needs to execute another move to 


Haire 


come in to you, so watch carefully. Against a Portal 
Uppercut, use the Crouch Block. 


WING: I 


\s. Demonica 


Most of Demonica’s moves are low and close, which 
can make your life difficult. Try to stay at medium 
range, and use longer range attacks such as your 
Starburst Blast or Fatal Pirouette. 


Block low: Demonica’s combinations include a 
lot of low attacks. 
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\s. Eve 


Eve is quite fast, so sidestepping her attacks usually 
backfires. Instead, wait for her to come to you, and 
then execute a Faralon Pounce, with a Body Slam 


once she’s on the groùnd. 


You can block high midway through Eve’s 
combinations, but watch for a low attack toward the 
combination and get ready to crouch block. Eve has a 
longer reach than you, and will try to hold you at bay. 
Get inside the reach of her weapon and do some 
close-up damage. 


WARS 


Psi 


KICKING COMBINATIONS ARE A GOOD BET AGAINST Eve. 
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\s. Gore 


Gore is slower than Niiki, so exploit her higher speed 
and keep pressing the attack. If you time it right, you 
can sidestep his combinations and counterattack. 


Gore has the quickest grab of any opponent, 
so keep your distance or be prepared to sidestep or 
duck. Blocking won’t help you during a grab. 
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\s. Morphix 


Morphix is quite fast and mixes lots of horizontal attacks 
into his combinations, so sidestepping is usually not terribly 
useful. Instead, during a combination look for a break and 
then crouch and sweep kick your opponent off his feet. 


MORPHID« 


An advantage of 3-D combat is that you can 
avoid projectiles traveling toward you in a straight line 
by sidestepping. To sidestep Morphix’s Plasma Tesla 
Ring, learn to read his intentions just before he fires. 
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\s. Niki 

When defending against Niiki’s combination attacks, 
keep in mind that they start out with three solid hits 
and then get relatively easy to defend by blocking 
high. Using Niiki’s speed, you can probably launch a 
counterattack and might even be able to branch into a 


repeating horizontal combination. 


Try to capture Niiki’s attention by back vaulting 
away. Then come back at her with a Faralon Pounce— 
give her a dose of her own medicine. 
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\s. Scarkt 


Scarlet isn’t as fast as Niiki. Use this to your advantage 
by breaking her combinations and launching a counter- 
attack. Crouch block, and then hit her with a Sweep 
Kick and a Body Slam. 
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Scarlet’s projectile is ground-based, but it travels in a 
straight line, so you can sidestep it with ease. 


\s. Sonork 


Sonork is a slower character, so stay in close and keep z 
up the pressure. Watch out for his projectile, and side- ae - ee 
Songi 


step his combinations so you can counterattack when 
his back is turned. 


Sonork will try to get some distance from you so 
he can resort to his more powerful mid- and long- 
ranged attacks, such as the Gatling Cannon or 
Gatling Drill. Don’t allow him this luxury. 


\s. Zenmiron 


Zenmuron is fairly fast and has a medium to long 
reach. You'll succeed if you consistently block high. 
Be especially wary of his juggling attacks, which can 
be devastating to a jumping opponent. His combina- 
tion attacks are easier to break by blocking high after 
the third hit. 


Me å ihe ith, You can avoid Zenmuron’s projectile attack by 

RT es ; Sati. Yt sidestepping it. Take care, though. Zenmuron is fast— 
> bs Si and you must be, too, to catch the beginning of his 
K ‘ attack. 
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Scarlet is somewhat slower fhan Dark Rifťs other characters, so 
her breakpoints are blockable as well as attackable if an oppo- 


it’s “in- your- face” anda ddikessive, although a quick adversary 
can exploit her weaknesses. 


Searkt Thing. Strategies 


IGH-HIGH-LOW and high-high-vertical combinations are generally effective at throwing 

\ Scarlet’s competitors off balance. For example, the fourth hit of the horizontal combination (a 

kick) is a complete surprise: Opponents don’t expect the kick after three consecutive swings of 

Scarlet’s sword. Scarlet’s ranged weapon can be more effective than most because it’s ground- 
based, and as such can catch enemies jumping to avoid its wrath. 


Favorite Special Combination Moves 


Our favorite combinations are the Slayer Impaler and the Spinal Crack. The Impaler‘can be diffi- 
cult to master, but running through your opponent with your rather substantial sword is quite sat- 
isfying. The Spinal Crack is only possible when 
you’re dangerously close to the enemy, but it does 
a decent amount of damage if you can pull it off. 
And let’s face it, it’s just plain fun to see Scarlet 
flip Zenmuron over her head. 


Scarlet Moves to Use When ... 


Opponent is Stand Blocking: 
E Spinal Crack (Grab) 

E Crouch Kick 

E Crouch Body Slam 

Œ Jump Down Kick 
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THE SPINAL CRACK IS JUST PLAIN FUN. 


E Slayer Sweep 

Œ Ascension Slash 

E Slayer Eviscerator 

Œ Spiral Lava Flow 

E Slayer Rip 

When Opponent Is Crouching or Crouch Blocking: 
Vertical Combinations 

E Hop Down Head Slash 

E Jump Down Head Slash 

E Slayer Eviscerator 


E Slayer Spin 

When Opponent Is in the Air (Juggling): 

Œ Any Vertical, Horizontal, or Kick Combinations (Two-Hit Juggle) 
E Slayer Spin 

E Slayer Eviscerator 
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Scarkt Horizontal Combinetions 


These combinations fall in the horizontal axis of attack. Only the final two vertical combinations 
have substantial repeating prefixes. 


L4<4<4v 

4A 
3.4, 4, V +4, A.B 
4.44¥+4 aA Vt 


caret Vertical Combinations 


These combinations have a vertical attack axis. As with some other characters, the three vertical 
axis attacks all start with two Æ buttons, and develop from there into further combinations. 
Combination 3, which culminates in a Slayer Impaler, is particularly satisfying. 


LAA A 

2AA 4 
3.4,4,.4V+4A.B 
4A A. V+ AA + 


Just for Kicks 


Scarlet has only one kick, although some of the 
other specials (such as the Boot Greeting) include 
kicking action. 
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Beat Special Rttacks 


What Scarlet lacks in combinations and kicking she (somewhat) makes up for in her ample stable 
of special attacks. All Scarlet’s special attacks are relatively easy to master and remember, and, 
adding insult to (enemy) injury, they’re exquisite to watch when she executes them properly. 
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Pci Spin: € +4. A 


es P em 


Body Slam: M + A 
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Backslash: €€ + <q 
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Í Scarlet Special Combipetions 


Again, we’re particularly fond of the Slayer Impaler combination; however, it takes a bit of practice to 
do it well. The Spinal Crack is an easy way to get out of an uncomfortable close-in situation. 
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Techniques for Scart When Fighting the Other 


Characters 


Despite Scarlet’s lack of speed, she became moderately popular with us. Probably her easy-to-use 
special combinations and vicious close-in fighting abilities appeal to us most. It’s difficult to go all 
the way with Scarlet, however. 


\s, Karon 


As always with Aaron, it’s a good idea to block high 
and wait for the breakpoint in early contact. 


Y 


The Spiral Lava Flow can damage Aaron, and because 
it’s ground-based you can exploit his average jumping 
ability. 


\s. Demitron 


Block, block, and block again! Demitron is a very 
tough nut for Scarlet to crack; however, if you block 
well enough to stay alive, you may be able to get in a 
couple of decent combinations. 


Watch out for the teleport attacks. You’re not 
very fast, and Demitron will drop in on you often 
before you can get out of the way. 
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\s. Demonica 


Usually we advise staying away from tight combat sit- 
uations with Demonica; she can rip you apart. 
However, because Scarlet’s ranged weapon has short to 


medium range at best, you must get close to Demonica 
if you hope to win. 


Sidestep to get behind her and then hit her with 
quick combos or specials. 


\s. Eve 


Eve’s speed makes it impossible for Scarlet to side- 
step or jump away from tight action. 


Instead, use short combinations or special attacks 
to hit quickly, and then block. Repeat as needed. 


\s. Gore 


Gore is even slower than you, but has a somewhat similar 
fighting style. 
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Sidestep Gore at breakpoint to get at his flank or 
rear. If you couple this with adequate blocking, you 
should be able to take Gore out. 


\s. Morphix 


Morphix is a very fast character, and Scarlet shouldn’t 
try to run from his attacks or she’ll be mincemeat. 


Instead, follow the age-old “block-till-there’s-an open- 
ing” adage. 
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\s. Niki 
Niiki’s speed is a thorn in Scarlet’s side. However, 
Scarlet can do some serious damage with her Spiral 


Lava Flow if she launches it just as Niiki approaches 
for attack. 


Scarlet is powerful enough to take Niiki down 
with a good hard combination or special attack. Use 
them. 
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\s. Scarlet 


Scarlet can best deal with herself by dodging attacks and 
then hitting with quick, short combinations. 


Remember, you're essentially ting yourself, 
so assume your enemy knows your breakpoints. 


Back away from Sonork quickly to avoid his robotic 
kicking action. If he engages in kicking as soon as you 
back away, hit him with a Lava Flow; then rush in and 
hit him with an Ascension Slash or some other appro- 
priately brutal attack. 
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Sonork’s projectile is very tough on his oppo- 
nents, but you’re fast enough to sidestep it. 


Block Zenmuron high and often. Avoid 
trying to sidestep him: He’s a fair spot 
faster than Scarlet. 


Use the Running Slide to take him down 
when he approaches from a distance. 


Or 
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Chapter 10 


Sowork 


Sonork is the midlevel boss, and owner of the Core Prime Element. He’s 
not one of Dark Rifts faster characters, but he does rack up damage 
points quickly when he unleashes his full force, thanks to his bionic leg - 
and the whirling blades of his Gatling Plasma Rifle Arm. Some of 
Sonork’s longer-ranged attacks are very powerful but take time to set 


up and execute. iy 


Sonork Fighting Strategies 


ONORK HAS A VARIETY of long- and medium-ranged attacks he can use to keep opponents where he 
wants them—at arm’s length. Stay back, block well, and pound your opponent with attacks such as the 
Gatling Drill to inflict maximum damage. The Gatling Cannon fires four balls at your opponent; only one 
needs to hit to cause maximum damage. Because Sonork is slower, his combinations can be broken and even 
counterattacked at close range. Therefore, it’s wise to stick with medium-ranged attacks, such as Machine 
Gun Kick, Bloody Ankles, and Carrier Bludgeon. 

A mix of high-high-low and high-high-vertical combinations confuses and dismays most opponents. 
Sonork is powerful and relentless. At midrange the special combinations can do vast amounts of damage 
quickly. As a long-range attack, you can’t beat Death from Above, great for unleashing massive damage points 
against an opponent sending a projectile or in the middle of a combination at medium range. 

Sonork also has the Sweeping Knock Down Crouch Kick, best for breaking an opponent’s combination 
and for getting him or her on the ground in a hurry. To be really mean and vindictive, you can follow up with 
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Sovak Hoes to Us Whe --- Combination Moves 


Opponent Is Stand Blocking: 
| Wi Hyperion Toss (Grab) ~ 


Drill your opponent with a Machine 
Gun Kick. Then follow up with a 
Crouch Sweep Kick to drop them to the 
floor. Finish with the Body Slam as a 
lovely parting gift. 


Œ Bloody Ankles 


When Opponent Is Crouching or Crouch Blocking: é 
Wi oppa jise hing or C oe : Sonork Horizontal 
~ Combinations 


onent Is in the Air (Juggling): These combinations of hits fall along a 
) i more-or-less horizontal axis of attack. 
Note that some of these combinations 
begin with the same “prefix” moves, 
and then develop into other attack mix- 


Machine Gun Kick 


Œ Gatling Cannon ; Thi ag 

i ; S tart - 
E Deanin Above nats is way you can star a combi 
nation and then branch off to a conclu- 


When Opponent Is Rolling Toward You: 
E Gatling Cannon 
Æ Gatling Drill 


sion appropriate to your opponent’s 
defensive posture. 

L.4dvi< 

2.4V+A 
3.4.49+A,9+A,B 
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Sonork Vertical Combinations 


These combinations of hits fall along a more-or-less vertical, or “up-and-down,” attack axis. 
Again, note that some of these combinations begin with the same “prefix” moves, and then develop 
into other combination attacks. 


LA A, Vy 
2 A, A. >+ A, D+AB 
R.A A D+AVIiA Vi 


Jast for Kicks 


Sonork has a good kick combination attack that 
can continue indefinitely, unless your opponent 
breaks it. Use this combination to launch a sur- 
prise attack of kicks on your opponent. Be careful, 
though; if and when your opponent blocks and 
sidesteps your kicking attack, continuing to kick 
leaves you wide open for a counterattack. 
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Gatling Cannon: ¥ - S - > +A Elevator: >, >, A 
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Ann Dril: >.> + A 
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SONORK TAKES OFF LIKE A 
HELICOPTER TO SLICE AND DICE. 


Death from Above: €, € +A 
@ 


BP Gun Kick: €, @+ 9 


4 Hyperion Toss: B 
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Carrier Bludgeon: N + A 
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‘ \ S DARK RIFT S MIDLEVEL BOSS, Sonork has a reputation to uphold. Use the following spe- 
cial attacks to show ’em who’s boss. 


Sonork Special Combinations 


Sonork’s special combinations string powerful moves together to dazzle opponents. Sonork has 
relatively few, however, due to his slower speed. If your opponent is quick, he or she can block 
and counterattack these combinations, but they’re still fun to pull off when your opponent is stag- 
gering, particularly the Homicide Clamp, which ends in a special cutscene similar to the grab’s. 


1. Homicide Clamp: > +A, >+ A,B 


Techniques for Sonork When lighting the 


Other Characters 


On the whole, Sonork’s fighting style should be defensive, but feel free to be offensive when the 
opportunity is there. After all, you’re the midlevel boss, and entitled to occasional moments of 
mayhem. Just be aware that a quick opponent can break Sonork’s combination attacks, and will 
try to exploit this by luring you into close combat. Wear your foe down with middle- and long- 


ranged attacks. Then move in for the kill. 


\s. Karon 


Aaron is pretty slow, just like you. But remember that 
Aaron is one of the few characters with two projectile 
attacks. You can sidestep the machine gun blasts, and 
if you time it right you can run past Aaron’s grenades 
before they detonate. 


Death from Above is a good move against an 
opponent launching a projectile. 


\s. Demitron 


Despite his appearance, Demitron isn’t invincible. You 
can defeat him, though he’ll probably exact his pound 
of flesh. 


You can avoid a fair amount of damage and the 
devastating endings to his longer combinations if you 
crouch block and wait out the storm. Learn to identify 
the beginning signals of his teleportation attacks. 
Good luck. 


\s. Demonica 


Demonica is a nasty, close-in fighter with lots of low 
attacks. As such, she can be the bane of your existence 
if you let her get too close. 


Block low, and try to hit her with 1 
such as the Gatling Cannon or Bloody A 
the little ankle-biter who’s boss. 
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\s. Demonica 
: Demonica is a nasty, close-in fighter with lots of low 


attacks. As such, she can be the bane of your existence 
if you let her get too close. 


wE PONY 


Block low, and try to hit her with longer attacks, 
such as the Gatling Cannon or Bloody Ankles. Show 
the little ankle-biter who’s boss. 


\s. Eye 


“ee j a Eve is fast, 


very fast. Stay out of range of her saber, and because 
Sonork isn’t the greatest close-in fighter, you’ll prob- 
ably want to use your longer-ranged attacks. 


Try 
the Gatling 
Cannon or the Gatling Drill. These powerful long- 
range attacks take a lot of opponents by surprise. 
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\s. Morphix 


Morphix is a very fast character. His “Pain Saw” and 
other fast special combination attacks can inflict seri- 
ous damage. You probably won’t be able to sidestep his 
attacks; he’ll cut you down before you get too far. 
Instead, watch him carefully and learn to anticipate his 
moves. Keeping some distance from him helps. 


Be wary of Morphix’s Zenith Spike. This long- 
distance saber attack reaches more than half the screen. 


\s. Niki 

Niiki is the fastest, shortest-ranged character in Dark 
Rift. It’s best to handle her with long-range attacks. 
Don’t let Niiki’s fancy Back Vaults and leaps throw 


you. She may be attempting to draw you into range of 
her close-range attacks. 


Sonor 


he 


Be wary of her Faralon Pounce; 
back leap, but hides a fast leap for 
down. 
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\s. Scarlet 


Scarlet isn’t particularly fast, but at sword-length she 
can be deadly. Keep an eye out for breaks in her com- 
binations. Exploit these by sidestepping and dishing out 
some damage before she can turn around. 


If you don’t break Scarlet’s combination attacks 
early, they can do serious damage toward the end. 


\k. Sonork 


Sonork can do serious damage if you face him at a dis- 
tance. Use a Sweeping Crouch Kick to get him on the 
floor; then go for the Body Slam. Launch a projectile 
attack as he gets up. 


Try an attack such as Death from 
Above if you see Sonork getting ready to 
fire a projectile at you. 


\s. Zenmiron 


Zenmuron is fast, and he’ll try to get you 


in close to deal some damage with his 
lethal combinations. Block high, and 
grab him with a Hyperion Toss if he gets 
too close. 


Keep moving, and teach him a lesson with the 
Machine Gun Kick and Carrier Bludgeon. 
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Zenmuron is a fairly fast character with a damage quotient 
somewhat lower than most other characters. What makes 
Zenmuron more devastating are his medium to long reach 
and potent kick attacks. On the downside, his attack dam- 
age is “soft,” he’s relatively easy to read, and he has a limit- 
ed number of low moves. 


Gar DUTA GHG GFR" 


Zenmiron lighting Strategies 


ENMURON’S SPEED makes his combinations easier to master, so spew them out en masse 

whenever possible. We recommend the Propulsion Kick, Ankle Separator, Mantis Lunge, and 

Phoenix Kick at midrange. An experienced blocker is likely to stifle most of Zenmuron’s 
attacks; try to offset this by moving to his grab attack. 


Favorite Special Combination Moves 


The number two vertical combo is particularly easy to master, and concludes with the enemy skew- 
ered on Zenmuron’s sword. There’s no way to accurately describe the satisfaction using this 
maneuver gives you, so go bananas with it! The “special” moves, such as the Ankle Separator, are 
also very effective, especially against a slower opponent. 


THE ANKLE SEPARATOR IS AN EXCELLENT TOOL TO USE 
AGAINST SLOWER ENEMIES. 


miron Mo 
Opponent Is Stand Bloc 
Head Over Heels pa 


a Crouch Kick 


m Jump Down Kick 
m Running Slide 


Horizontal 
Combinations 


These are combinations of hits that fall 
along a more-or-less horizontal axis of 
attack, Note that some of these combi- 
nations begin with the same “prefix” 
moves, but then develop into other 
mixed attacks. However, these prefixes 
are generally shorter with Zenmuron. 
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Zenm(ron Vertical Combinations 


These are the combinations of the vertical axis of attack. Basically the three vertical axis attacks all 
start with two A buttons, and deviate from there. 


LAA, Vid 
2A AAVA B 
3AAAVVV€E-v v 


Just for Kicks 


* Much of Zenmuron’s strength lies in his kicking combinations, especially with the slower charac- 
ters. His speed makes these combinations surprisingly easy to learn and implement, despite their 
rather daunting length. 
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Zenmtron Special Attacks 


Although Zenmuron’s special attacks are a little more mundane than his contemporaries, they’Il 
get the job done if you use them correctly. The Head over Heels (our personal favorite) will give 


your opponent a headache he or she won’t soon forget. 
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For some reason, Zenmuron’s spe- 
cial combinations seem a little 
tougher to pull off than those of 
some of the others. However, if you 
can get the Flying Auger to work 
you'll be pleased with the result. 
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Techniques for Zenaroyp When Fighting 
the Other Characters 


We consider Zenmuron to be one of the weaker characters in Dark Rift, and as such he’s susceptible to 
getting a good butt-kicking at the hands of experienced humans and computer opponents alike. 


\k. Karon 


Aaron is slightly slower than Zenmuron, but you’ ll still 
have some trouble sidestepping him because of his 
many horizontal moves. At the beginning, it’s a good 
idea to block high and wait for the breakpoint. 


Zenm muron 


If you’re quick, you can get up (after being 
knocked down) before Aaron can slam you, thus opening 
the door for you to hit Aaron while he’s vulnerable. 


\s. Demitron 


With Demitron, blocking is again the most important 
aspect of battle. Because you're a little faster than 
Demitron, you can use this to somewhat of an advantage, 
especially if he’s using a lot of teleportation moves. 


So ee on 

vy | 8i Aii A great way to get under Demitron’s skin is to 
: move away from his drop zone when he tries a Teleport 
Drop on you. Try to use your ranged attack here. 
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\s. Demonica 


Stay away from tight combat situations with 
Demonica or she’ll rip Zenmuron apart. She also likes 


to take a running slide at you, so prepare to sidestep 
often. Get her to run right by you, and she’ll be open 
to attack from her back side. 


Use your ranged attacks with Demonica. 


\s. Eve 


There’s no way around it, Eve is a little faster than 
Zenmuron, so don’t try to run from her attacks. If you 

do, she’ll take your legs out every time. Instead, block 2 enmuron 
high and often. 


While blocking, look for Eve’s breakpoints to 
inflict some damage of your own, and an eye out for 
the couple of combination endings that hit low. 


he 
E 
3 
e] 
2) 
5 
È 
5 
& 
= 
Ge 
Cc 


bae, 
NOS 
-© 

p-s] 

= 

= 

iS 

iS 

= 

= 


\s. Gore 


Finally, a character substantially slower than you! With 
Gore it’s a good idea to try to sidestep him at break- 
point, and then hit him from his flank. 


You can also use ranged attacks on Gore, but his 
blocking ability combined with Zenmuron’s “soft” 
damage could prevent you from finishing him before 
time expires. 


\s. Morphix 


Morphix is also a very fast character, and Zenmuron 
shouldn’t try to run from his attacks, or he’ll get hit 
with some nastiness. 


If you’re fast with counterattack, you can hit 
Morphix during his “return” phase after a combination. 
If you combine this strategy with decent blocking you 
should have a good chance of winning. 
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\s. Niki 
Because Niiki is the fastest character, keep her at a dis- 
tance at all times. She recovers incredibly fast from her 


combinations, as well, so if you don’t strike fast you’ll 
be in for another salvo. 


Keep your distance and limit your sidestepping 
and jumping in close. 


\s. Scarlet 


Scarlet is somewhat slower than Zenmuron, so sidestep 
her once she gets going on a combination, then hit her 
with your own fast combinations. 


If a skilled person controls her, just keep moving 
away from her attack axis and be ready to pounce when 
you see an opening. 
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Sonork is a bit of a paradox. He’s slow, and as such you’d | i ~ ee E 
think it would be good to keep your distance. However, b r w $ 
because his very powerful ranged weapon offsets his slug- ron Soriak 
gishness we recommend you get in close and hit him hard 


if you see him get ready to use his Gatling Cannon. 


\s. Zenmiron 


When you’re looking in the mirror it’s easy to see your 
flaws. Keep an eye out for Zenmuron’s combinations and 


then hit him at breakpoint. He’s fairly limited in his lower ba 

attacks, so you can be fairly confident of protection if you kai E y 
; t 6 

block high. Zenmuron Zeieeron 


You might try to get in close and give him a little 
taste of his own Head over Heels. 
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E CONDUCTED THIS INTERVIEW with Ted Warnock of Kronos Digital Studios in May 1997. Ted 
was animation director for Dark Rift. 


PRIMA: How DID KRONOS Warnock: Kronos was started by Stanley Liu, a veteran Industrial 
GET STARTED? Design Computer Specialist from Alias Research, and Albert Co, a Lead 
Artist and Animator at Sega for over three years. In 1990, while Stan was 
teaching computer graphics at the Art Center in Pasadena, he met 
Albert, who was a promising illustration student. Their relationship 
spanned over seven years, collaborating on such works as creating key 
CG (computer generated) scenes in the movie Batman Returns, cre- 
ation of 3D CG backgrounds for the game Phantasmagoria, creation of 
3D background shots for Marvel's Spiderman animated series, and 3D 
backgrounds for Wing Commander Ill, among others. Kronos now 
employs over 40 designers, artists, animators, and programmers with 
over 40 SGI workstations running Alias/Wavefront software. The great 
thing about Kronos is the encouragement to learn all aspects of game 
development. You are not pigeonholed into a job unless you want to be. 
All of the artists, anyway, are encouraged to do everything from 
model building, texture mapping, to animation—with some top peo- 
ple at the helm directing and instructing. Imagine my surprise when 
| joined Kronos a year and a half ago and was met by teams of crew 
members, on break, assaulting each other with their latest toy: Nerf 
weapons. You name it, we had it. Nerf crossbows, bazookas, pistols, 
the works. Kronos is an organization sporting some of the best talent 
in the interactive entertainment industry—and we work very hard— 
but we like to have fun also. 
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Prima: DESCRIBE A TYPICAL DAY FOR Warnock: A typical day starts with walking through the front lobby, 
SOMEONE WORKING AT KRONOS. past a life-sized sculpture of an alien foot soldier modeled by one of 
our production designers. Next, through the large room where John 
Paik and Takashi Morishima (production designers and move choreo- 
graphers for Dark Rift) are working with one of our motion actors to 
design a seven-hit combo move to be optically motion-captured later 
for one of our upcoming titles. The room is big, so you can skirt past 
without getting hit by the violently swung wooden swords. 

Walking past the chatter in the kitchen/eating area, you go 
upstairs, passing large CG [computer generated] still images of 
Kronos's latest games. Upstairs is where it all happens. Everyone has 
an office on the outer walls of the space. The space (the same size as 
the motion capture practice room downstairs) is filled with SGI work- 
stations, and this is where most of the work is done. We call this the 
“common area.” This encourages interaction and communication 
among the artists and designers. Everyone also has offices they can 
retreat to if they prefer. Our programmers like to work in their offices 
with little interruption, as they're constantly designing algorithms for 
our current games. 

The candles are burned here. We have some people who come 
in early and are out at 6, and others who like the late-evening to early- 
morning hours to accomplish their tasks. Rarely is there a time on the 
weekends when there isn't someone here. But the stuff gets done, 
and it gets done fast—and of the highest quality! 


Prima: WHO'S YOUR FAVORITE DARK Warnock: My personal favorite would have to be Demonica. First, 
RIFT CHARACTER, AND WHY? she’s bestial, and | have a certain affinity for the monstrous. Also, | not 
only did the motion acting for her, but the animation and voiceover as 
well. She's me at my creepiest. She differs from most of the other mar- 
tial arts characters that were motioned, usually by John Paik, or the 
big strong characters who were motioned by Steve Knotts (an ex-foot- 
ball player from Texas). 

She’s one of two characters with cloven hooves—an animal's 
ankle structure—so we had to create a triangular woodblock shoe that 
would prop up the heel when we were capturing the motion. Painful, 
but the results were worth it. Morphix, the pure energy being, is one of 
Kronos's favorites because of his very unorthodox fighting style. The 
odd morphing moves were masterfully animated by the projects’ ani- 
mation technical director, Andy Koo. 


Prima: WHAT WAS IT LIKE DEVELOPING Warnock: Developing for the N64 was the most exciting for our lead 
Dark RIFT FOR NINTENDO 64? WHaT programmer, Matt Arrington. He had developed a similar engine on the 
DOES THE RAW POWER OF THE N64 PlayStation, and he was very enthusiastic to see what the N64 could do. 
MEAN TO A DEVELOPER LIKE KRONOS? He wasn't disappointed. At first Nintendo recommended against 
attempting Dark Rift as a 60 FPS (frames per second) fighter. There 
were skeptics who didn’t think we could show off the great graphic fea- 
tures of this console if we had that high a frame rate, including our- 
selves. But we put gameplay, response, and controls above graphics, 

and proceeded to keep it at 60 FPS at all costs. 
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Prima: Do YOU FEEL THE NINTENDO 64 IS 
THE FUTURE OF CONSOLE GAMING? 


PRIMA: THE ARTWORK FOR THE DARK RIFT 
CHARACTERS IS EXTRAORDINARY. How DID 
THE CHARACTER DESIGN EVOLVE? 


Prima: HOW DID THE GAME’S CONCEPT 
EVOLVE? WHICH CAME FIRST, THE 
STORY OR THE GAME? 


PRIMA: WHAT'S THE BEST THING ABOUT 
DESIGNING GAMES? 
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At first we had to turn off everything, but as Matt optimized, 
we slowly turned everything back on. Now we have a game with 
all of the features available on the system—real-time lighting, 
Gouraud shading, Mip mapping, antialiasing, fog, 3-D translu- 
cent projectiles and special effects, moving texture maps, parti- 
cles, and polygon scaling. The programmers swear by it. 

Coming from the art side, we're very happy in that we proba- 
bly would have been hard-pressed to get everything in and keep it 
at 60 FPS without the processing power of the Nintendo console. 
We're a bit saddened by the lack of CD-ROM technology that goes 
with it, though, in that we can't offer the consumer big payoff cine- 
matics at the beginning, end, and at key moments of the game, 
which is something Kronos does very well! The amount of art that 
goes into a Kronos game demands CD-ROM storage space. 


Warnock: | don’t think we'll ever know what the future of console 
gaming is, as upgrades and new systems constantly will be 
designed and mass-marketed to replace existing systems every 
few years. All we can do is tear a system apart now, and figure out 
the best way to create a game on it. It's an ongoing process of 
learning with every new title you do for a specific console. Just 
when you think you've done it all, they will come out with a newer, 
faster machine. Just look at the accelerated technological 
advancement of the home computer! 


Warnock: Character concepts spring from the mind of Stan Liu, 
the executive producer and president of Kronos. He has the 
whole thing in his head. Those ideas are passed down to the art 
director, Albert Co, who then directs our production designer 
John Paik, who does the actual drawing development of the 
characters. After black-and-white to color illustrations are final- 
ized and OK'd, it goes back to Albert for polygon modeling, as 
well as high-resolution, spline-based models for Dark Rift PC 
cinematics (CD-ROM based so we have storage capacity for 
movie endings). He also did all the texture-mapping. 


Warnock: At Kronos the game always comes first. It was important 
for us to build a solid fighting-game engine, and advance our 
knowledge of how animation physics applies in this virtual envi- 
ronment. 

Stripped down to their essence, fighting games carry the 
purest form of interactive animation. A virtual character must be 
very responsive, have a plethora of moves as an inventory, and 
feel realistic to the player. Once you've succeeded here, you can 
apply this design to any character-based game genre. Regarding 
the story, Stan Liu is Chinese and has a ton of these old legendary 
storylines in his head. He does a lot of combining of legends and 
myth to create new stories for us to utilize. 


Warnock: The best thing about designing games right now is 
that, because of 3-D and interactivity, we have license to create 
worlds—our worlds—and we have a lot of creative freedom, 
because big money hasn't quite gotten a grip on it yet (as it has 
in the movie industry). 
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Prima: How ABOUT THE WORST? 


Prima: WHY DID KRONOS DECIDE NOT 
TO INCLUDE LOTS OF 
BLOOD IN THE GAME? 


PRIMA: ARE THERE ANY PLANS FOR A 
Dark RIFT SEQUEL? 


PRIMA: WHAT'S NEXT FOR KRONOS? 
WILL YOU STAY IN THE FIGHTING GENRE? 
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Warnock: The worst part is the long hours inevitable at the tail-end of 
a project. 


Warnock: Because the average age of the Nintendo consumer is 
lower than for the PlayStation. Blood is only a game enhancer. If the 
game is bad, all the blood in the world won't help it. We're kind of spe- 
cial-effects freaks here at Kronos, so we challenged ourselves to 
make a game loaded with cool visual effects. 


Warnock: There are always negotiations going on behind closed 
doors here. That's all | can say. 


Warnock: You can bet that you'll see us take our fighting engine to the 
next level, whatever that is. Next-generation games are all we're inter- 
ested in doing. 


PRIMA: TED, THANK YOU SO MUCH FOR YOUR TIME, AND THANKS FOR MAKING SUCH A GREAT GAME! 
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